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UNO® IS THE ONE! 


Welcome to the world of UNO®, the-best-selling card game in history, now on Game Boy® 
Color and Game Boy”. It’s goteexciting animation, music, special effects, and for even more fun, 
there are three new special cards (not found in UNO® cardpacks). Choose standard UNO®, 
CHALLENGE UNO®, or use Link Mode to play against a friend with Game Boy® Color. You get a 
standard UNO® deck and three cool theme decks (Wild West, Space, and Groovy) each with 
special characters, animation and backgrounds. Play with one, two, or three Game Boy® opponents 
at a time. 


THE OBJECT OF THE GAME... 


The object of UNO® is to be the first to score a selected number of points. Points are scored 
by getting rid of all the cards in your hand before your opponent(s) does. If you go out first, 
you win the round and your score is the sum of the cards left in all the opponents’ hands. 
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USING THE CONTROLS 


THE CONTROL PAD 

Press left or right on the Control Pad to es cards in your hand. As each card is selected it 
is held by a cursor-hand slightly above the rest. Press up and down on the Control Pad to 
select choices within the menu screen hs ress left and right on the Control Pad to cycle 
through the choices. Press Down on the Con 

computer player to play a card 

totaling process ee o 


A BUTTON 
Action button. Use to play the card you have selected from your hand or from the draw pile. 
Press the button and the cursor-hand flips the card to the discard pile. The A Button is also 
used to select a color after playing a wild card and to catch or challenge another player who 
has failed to call UNO® after selecting a Game Action (see “Game Actions,” page 10). 
B BUTTON 
Use to draw cards. Press once for the cursor-hand to release the currently selected 
card, move to the draw pile, and draw a card. Press the B Button again to add 
the selected card to your hand. 


SELECT BUTTON 
Press during a game to choose one of the.three Game Actions: Call, UNO®!,,Catch another player for 
failing to call UNO®, and Help (identifies cards). Game Action choices are displayed at the bottom 
of the screen and can be cycled using left and right on the Control Pad. Press the A Button to 
carry out the selected action. Press Select again to cancel actions and return to the game. 


START BUTTON 

Moves you from screen to screen. Pressing it during play pauses and unpauses the game. 
QUIT AND RESTART 

Use the Game Boy® on/off switch to quit or reset/restart the game at any time. Alternatively, 
pressing all four buttons simultaneously will reset the game. 


GETTING STARTED AND CHOOSING PLAY OPTIONS 


Insert the UNO® Game Pak into the Game Boy® Color. Turn the power on. The hand held 
system will automatically determine if you have a Game Boy® or Game Boy” Color system. 
When the UNO® title screen appears, press Start. The Enter Name screen appears. Use the 
Control Pad to highlight the letters of your name. Press the A Button to choose a 
letter (or right on the Control Pad to insert a space). 


Press the A Button to choose a letter, or the B Button to delete the currently selected letter 
(you can also choose the right-pointing arrow on the lower right portion of the screen to 
insert a space, or the left-pointing arrow to delete previously enter letters.) Press Start when 
you are finished entering your name. The Main Menu screen will appear. Use the Control Pad 
to highlight UNO®, CHALLENGE UNO® and LINK GAME. Press Start to make your selection. 
UNO® ~ Plays the standard UNO game. 

CHALLENGE UNO® - This game is played the same as standard UNO® however it 
is scored in a different manner. See page 21 for more information on this game. 
pemcceae) LINKGAME - Play head to head with another person with the Game Link® Cable 
(sold separately). 


READY, SET, UNO"! For the Game Boy* Color 


Playing UNO® on the Game Boy® Color is just like playing the real game. 
Your hand appears at the bottom part of the screen, above it are the DRAW 
an DISCARD piles, and at the top of the screen are your opponents’ mini-hands. 
Next to each mini-hand is the player's name which highlights to show when it’s 
their turn. The arrow next to the draw pile shows the direction of play (clockwise 
or counter-clockwise). 


Game Boy® Color automatically selects the player to go first. 


You control the cursor-hand holding your currently. selected.card. When. you.play a card, the 
cursor-hand flicks it to the discard pile. When drawing a card, the cursor-hand picks it up, 
carries it to your hand and_adds it to your hand in color and numeric order. 


The other players’ mini-hands can only display a maximum of eight cards. An opponent with 
eight mini-cards by his or her name may have more cards than are displayed. You will be able 
to see many more cards in your own hand. If your hand becomes too large to fit on the 
screen, an arrow will appear to indicate that you have more cards to the left, the right, or 
both. Use the Control Pad to see your off-screen cards. 


During play, press Select to display the Game Actions at the bottom of the screen. You can cycle 
through the actions by pressing left and right on the Control Pad. The actions are: 


“Call UNO!” - when you only have one card remaining in your hand. 

“Catch [player name]” — catch another player who fails to “Call UNO®”. 

“Help” — displays screens showing the card faces and their names. 
To give all players time to catch UNO®, there is a timer countdown between turns. 
The length of this countdown is determined by the speed of play and can be set 
on the Options screen. 


SET-UP FEATURES FOR UNO® AND CHALLENGE UNO® 


Use the Control Pad (up-down) to highlight the game features. Use the Control Pad (left-right) 
to view the feature selections. 

Players 

Choose 2, 3, or 4 opponents. Default is 4. 

Skill 

Select the difficulty level of your opponents 1-5 (five is the most difficult). Default is 3. 
Special Pack 

Select to use the new Special cards or to use only the Normal Pack. For UNO®, the Special 
Pack includes All Draw Two cards and the CHALLENGE UNO® game includes Boomerang cards. 
See page 18 for more information on these cards. 

Points 

Use the Control Pad to select the number of points needed to win. 
Select from 100 - 2000 points. Default is 500 Points. 
To set the game options, press Start. 


OPTIONS SCREEN 


Use the Control Pad (up-down) to highlight your options: 
Music 

Use the Control Pad tovturn music on or off. Default is ON. 
Effects = 
Use the Control Pad to turn sound effects on or off. Default is ON. 
Deck 

Use the Control Pad (left-right) to choose from four different decks — Wild West, Groovy, Space, or 
Standard. Default is Standard. Each deck has its own card-face design and backgrounds. 
Anims. 

Use the Control Pad to turn animations on or off. Default is ON. 

Speed 

Use the Control Pad to choose speed of play from 1-9, nine being fastest. Default is 9. 
The faster the setting, the less time there is to “Catch UNO®”. 


Press Start to begin the game. 


GAME ACTIONS 
While playing, pressing the Select Button will call up the Game Actions. This pauses play so 
you can Call UNO®!, Catch [player name] for not calling UNO®, or help to review the special 
cards. Use the Control Pad to view the options. Press the A Button to select the option. 


GOING OUT - CALLING UNO® 
When you have only one card in your hand you must call UNO® (see “Playing UNO®,” page 
13). Any player who has called UNO® has an UNO® symbol next to their name. You can call 
UNO® with one or two cards in your hand. Note: If you have a single card in your hand and 
call UNO® and then press the B Button twice to draw and keep a card, you will be fined a 
two card penalty for a false UNO® call. 


CATCHING OTHER PLAYERS 


A player who has only one card left in his or her hand, but has not called UNO® (see “Playing 
UNO®,” page 13) can be penalized if another player catches him or her. You can catch a player 

if they have only one card in their hand and they have not called UNO®. 

You cannot challenge a player for not calling UNO® once the next player has completed 
their turn. 


However, if a player finishes his or her next turn with only one card and they again fail to 
call UNO®, they can be caught. If you try to catch a player unsuccessfully, you must draw two 
cards. 


HELP 
Select this option to display screens showing the faces of the special cards and their names. 
This option is especially useful if you get confused with the symbols on the cards. 
Use the Control Pad to cycle through the screens. Pressing SELECT again will return you to the game. 


LINKING UP WITH A FRIEND 


To play a head to head game in the Link Mode, both players must have Game Boy® Color 
Systems with the Game Boy® Color UNO® Game Pak installed. Connect the two Game Boy® Color 
Systems with the Game Link® Cable (sold separately). 

To start a link game, both players must select LINK GAME from the main menu. 

The WAIT screen will come up while a connection is established. 


Once connected, the player who first pressed LINK GAME will be the “master” and will be 
taken to the LINK MASTER to choose the number of points and whether or not to 
use the special pack (which includes the Swap Hands card). 


When the “master” presses START on the LINK GAME OPTIONS screen, the WAIT screen will 
re-appear while the game options are exchanged. 


If the link is lost, the game will reset with the message CONNECTION LOST. 
In Link Game the other player sits opposite you on screen. 
Challenge games are not possible in Link mode. Link games are between two human players only. 


UNO® GAME BOY’*, FEATURES 


You can also play UNO® on Game Boy®, however there are several 
features that are not available on Game Boy®. 


No Link Mode. 
No animations. 
No Swap Hands Card. 


ireme (ard Colors: Look for an “R” for Red, “G” for Green, “B” for Blue, or “Y” for 

Yellow on the bottom left corner of each card. The color and symbol of the 
card you have in your cursor-hand is displayed in the bottom right corner of 
the screen. 


wee 


PLAYING UNO* 


Game Boy” Color automatically shuffles, deals; and) randomly chooses a player to begin. 
Each player is dealt seven cards The remainder of the deck is placed face down to form the 
DRAW pile. The top card is,automatically turned over to begin the DISCARD pile. 


When it’s your turn, you must match the card in the DISCARD pile either by number, color, or 
symbol. For example, if the discard card is a red 7, you must put down any red card or any color 
7 card. Or you can choose to play a Wild Card, Wild Draw 4, or additional special card 

(see “What's the Deal with Special Cards?,” page 16) if you have one. 


To select your card, use the Control Pad (left-right) movement to select the card. 

Press the A Button to play the selected card. 

If you don’t have a card to match the one on the DISCARD pile or a special card, you must 
pick up a card from the DRAW pile. 


Press the B Button to draw a card. If the card you picked up can be played, press the A Button 
to play it. Otherwise, press the B Button again and the card will be put into your hand and it 
will be the next player's turn. If you choose not to play a playable card from your 
hand, you must draw a card from the DRAW pile. If playable, you can play the card 
drawn, but you cannot play a card from your hand after the draw. 


Note: Be careful, pressing the B Buttonwill’ Cause you to draw a card even if you have a 
playable card in your hand. When-you have only two cards left in your hand and are about to 
play the second to the last card (leaving only one card in your hand), you must call “UNO®” 
(meaning “one”) by pressing Select and choosing the “Call UNO®!” option. On completion of your 
turn, the word UNO® will appear over the discard pile. Failure to “Call UNO!” results in you 
having to pick up two cards from the DRAW pile if another player catches you. 

When a player has no cards left, the round is over and the points are counted up on screen. 
Press Start to take you to the next round. If the winning score is reached, pressing Start 

will take you to the Win Game or the Game Lost screen. Pressing Start returns you to the 
title sequence. 
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CARDS 


The standard/theme UNO® deck has LO8=cards as follows: 


19 Blue cards -0 to 9 
19 Green cards - 0 to 9 
19 Red cards - 0 to 9 

19 Yellow cards - 0 to 9 <a 
Draw Two cards - 2 each in blue, green, red and yellow 
Reverse cards - 2 each in blue, green, red and yellow 

Skip cards - 2 each in blue, green, red and yellow 

4 Wild cards 

4 Wild Draw Four cards 


In addition to the standard/theme UNO® cards, there are three special optional cards for more 
exciting play. There is a pre-game option to ‘turn off’ the additional cards on the Options screen. 


4 Boomerang cards (available in CHALLENGE UNO® Mode) 
4 All Draw 2 cards (available in Standard Mode) 
4 Swap Hands cards (available in Link Mode) 
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Draw Two Card 


Draw Two Cards*come in all four colors and are easily recognized by the +2 
in the corners and two cards on the face. When this card is played, the next 
person to,play must draw two cards from the DRAW pile and forfeit their 
turn. If turned up at the beginning of play, the same rule applies. This card 
can only be played on matching colors and other Draw Two cards. 


Reverse Card 


Reverse Cards come in all four colors and are easily recognized by the double 
arrow symbol on the face. This card simply reverses the direction of play. Play 
to the left changes direction to the right, and vice versa. The card may only 
be played on a matching color or on another reverse card. If the card turns 
up at the beginning of play, the play moves to the right instead of the left. 


Skip Card 


Skip Cards come in all fourscolors and are easily recognized by their symbol: 
a circle with a linesthrough it. The next player to play after a skip card loses their 
turn and is “skipped.” The card may only be played on a matching color or on 
another Skip card. If a Skip Card is turned up at the beginning of play, the play 
moves one player to the left. 


Wild Card 


Crazy animated Wild Cards are easily recognized by the four color symbol. 
The person playing this card can choose any color to continue the play, including 
the one currently being played if desired. Choose the color using the Control Pad 
followed by the A Button. A Wild card can be played at any time even if the 
player has another playable card in his hand. If a Wild card is turned over at 
the beginning of play, the first player determines the color that continues play. 
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Wild Draw 4 


This is the best card to have. Wild Draw 4 Cards are easily recognized by the four 
color cards in the center and the +4 symbols in the corners. Choose the color 
using the Control Pad followed by the A Button. When played, the next player has 
to pick up four cards. from the DRAW pile and forfeit their turn. This card can only 
be played when the pla sore it does not have a card that matches the color 
on the DISCARD pile. 


Boomerang (CHALLENGE UNO® only)* 


Fun and animated Boomerang Cards are easily recognized by a boomerang flying in 
the center of the card. This card reverses the direction of play and takes on not 
only the color but also the special power of the previous card played. 

It “boomerangs” the effect of the previous card back to the player who discarded it. 
A boomerang card can be played at any time even if you have other playable cards. 
A boomerang card cannot be played by a player who will miss his or her turn 
when a Skip or Reverse card has been played. When played the Boomerang card 
takes on the color of the top card on the discard pile. 


All Draw 2 (Standard UNO® only)* 


All Draw 2 Cards feature special animation and are easily recognized by four sets 
of cards in the center of the face and +2 in the corners. It may be played at any 
time (like a standard Wild Card). When All Draw 2 is played, all players except the 
one who played it must draw two cards. Play then continues as normal. When 
played the All Draw 2 card takes on the color of the top card on the discard pile. 
Swap Hands (Link Mode only)* 

The cool animated Swap Hands Cards are easily recognized by the two sets of cards 
and two arrows in a circle symbol. When the Swap Hands card is played, the hands 
held by the two players are automatically switched. It may be played at any time 
(like a standard Wild Card). If you play a Swap Hands card as the last card in 
your hand, the other player wins! When played the Swap Hands card takes on 

the color of the top card on the discard pile. 


“NOTE: Although Boomerang, All Draw 2, and Swap Hands cards appear“RED”, 
they are in fact wild cards and can be played on any color card. ; |e 


CALLING UNO® AND GOING OUT 


To Call UNO®! see Game Actions on page 10. A player who forgets to call UNO® before their 
second-to-last card touches the DISCARD pile, but calls UNO® before any other player catches 
them, is safe and is not subject to the two card penalty. To catch a player who has failed to 
call UNO®, press the Select Button and choose the “Catch [name]” option on the In-Game 
Options screen. Players ‘may not be caught for failing to call UNO® until their second-to-last 
card touches the DISCARD pile. They may also not be caught for failure to call UNO” after the 
next player begins their turn. 

If the last card played in a hand is a Draw Two, All Draw 2 or Wild Draw 4 card, the 
cards must be drawn. These cards are counted when the points are added up. If no player 
is out of cards by the time the DRAW pile is empty, the deck automatically reshuffles and 
you keep playing. 


SCORING 


Point values: 


All number cards (0-9) ..........csteen Face Value = Wild Draw 4 oo... .sssssssesessesseeesessss 90 Points 
Dra 2 aansssssssssesseensrseoenegll 20 Points —— Boomerang ....srcecsreeesseeesntevesseeeeeee 19 Points 
REVETSE ......eseseesseeeeeeses- 20 Points All DraW 2 on eesssessccssseeensssseseeeseseD Points 
| ee 20 Points = Swap Hands ......cccsccersseessessssseene 19 Points 
| 50 Points 


CHALLENGE UNO®* 


CHALLENGE UNO® is the extreme version of the standard UNO® game. Everyone plays to a 
selected point total. Each player's score is the total points they're caught with in their hand 
when someone goes out. When you reach the selected point total, you're out of the game. 
When only two players are left in the game, they play head to head. The player who reaches 
the selected point total first loses. The winner of the final hand is the winner. This is the most 
challenging way to play. To make CHALLENGE UNO® even more exciting, play with 
the Boomerang cards. 


MATTEL MEDIA CUSTOMER SERVICE 
& TECHNICAL SUPPORT 
If you have any questions, please contact us for assistance. Our technical support 
specialists can be reached toll-free at the following number: 
In the US, call 1-888-MATTEL9 (1-888-628-8359) 
In Canada, call 1-888-MEDIAI| (1-888-633-4211) 


For a great place to get quick answers to the most commonly asked questions about 
UNO” Game Boy® Game Pak contact Mattel on the World Wide Web at: 


www.mattelmedia.com 


Comments or questions can also be mailed to: 
Mattel Consumer Affairs 
Tech Support GA 0109 
333 Continental Blvd. 
EI Segundo, CA 90245 
USA 


When calling from outside the USA, 
please consult a telephone directory for a Mattel listing. 
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WARRANTY 
MATTEL, INC. 


Limited Warranty. Mattel, Inc., warrants to the original consumerspurchaser (“You”) that, Under normal use, the software program and the medium 
on which it is recorded (collectively the “Product”) will be free from defects in material and workmanship for 90 days from the date of purchase. 
(Your receipt shall be evidence of the date of purchase). 


Return of Defective Product. If, within 90 days of your date of purchase, You believe that the Product is defective, then return the Product, 
postage prepaid, along with proof of the date of purchase, to Consumer Adjustment Center, 15930 E. Valley City of Industry, California, 
91744. Upon Mattel Inc.'s receipt of the foregoing postmarked within the 90-day period, Mattel Inc., will replace the Product or refund the price 
You paid for it, all in Mattel’s sole’ discretion. 


Warranty Disclaimers. The limited warranty above is in lieu of all other express and implied warranties of kind and nature and, except as 
set forth above, the Product is sold “AS-IS”, without any express or implied warranties of any Kind. This Limited Warranty does not cover damage 
or malfunction resulting from any accident, misuse, modification, wear and tear, Or any other conduct or conditions outside normal Product 
use or outside the control of Mattel, Inc., or its affiliates (collectively, “Mattel”). THE LIMITED WARRANTY CONTAINED IN THE FIRST PARAGRAPH 
ABOVE IS THE SOLE WARRANTY PROVIDED IN CONNECTION WITH THE PRODUCT AND 1S IN LIEU OF ALL OTHER WARRANTIES, EXPRESS OR IMPLIED, 
INCLUDING, WITHOUT LIMITATION, ANY IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ALL OF WHICH ARE 
HEREBY DISCLAIMED. NO ORAL OR WRITTEN INFORMATION OR ADVICE GIVEN BY MATTEL OR ITS SUPPLIERS, DEALERS, DISTRIBUTORS, AGENTS, 
CONTRACTORS, OR EMPLOYEES (COLLECTIVELY, INCLUDING MATTEL, “THE MATTEL GROUP”) SHALL ANY WAY MODIFY THIS LIMITED WARRANTY. 


LIMITATIONS OF LIABILITY. IN NO EVENT SHALL MATTEL'S LIABILITY FOR ANY DAMAGES TO YOU OR ANY THIRD PARTY EXCEED THE PRICE YOU PAID 
FOR THE PRODUCT, REGARDLESS OF THE FORM OF THE CLAIM (INCLUDING, WITHOUT LIMITATION, ANY CONTRACT, PRODUCT LIABILITY, OR TORT 

CLAIM). MATTEL SHALL NOT BE LIABLE FOR ANY LOST DATA, INCIDENTAL, SPECIAL, PUNITIVE, INDIRECT, OR CONSEQUENTIAL DAMAGES OF ANY KIND 
OR NATURE RESULTING FROM POSSESSION, USE, OR MALFUNCTION OF THE PRODUCT, EVEN IF MATTEL HAS BEEN ADVISED OF THE POSSIBILITY OF 
SUCH DAMAGES. 


This Limited Warranty gives You specific legal rights, and You may also have other rights which vary from state to state. Some states 
do not allow limitations on warranties or exclusion of certain damages, so some of the above limitations or exclusions may 
not apply to You. 

For inquiries regarding the Product, please contact Mattel, Inc. at 333 Continental Boulevard, El Segundo, California 90245. 
VALID ONLY IN U.S.A. 
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